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Abstract 
My initial research question was “how can I make information about appropriate 
reinforcement techniques easily available to elementary educators?” Upon beginning this 
endeavor, I realized the most efficient way to do so would be to condense a variety of 
information on this topic into an easy to read access guide.  
This brochure contains information educators can reference when trying to analyze 
behavior, create classroom environments or build individual or group behavior plans/goals. It 
was written with the purpose that anyone in the education world could have quick and easy 
access to valuable information without having to search through a textbook or throughout the 
internet. All information is backed up by John Maag's research that is presented in his textbook, 
"Behavior Management." While this brochure is a simple overview of many ideas, it provides 
specific examples and can also help guide educators in the best direction for their particular 
student or classroom.  
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Dedication/Appreciation 
Thank you to my faculty advisor, Dr. John Maag, as well as the University of Nebraska – 
Lincoln’s Special Education Department for providing exceptional guidance not only in 
reference for this thesis but also for my career as an educator. 
  
Explanation of Research 
When embarking on this creative project, I recognized the importance of proactivity, 
especially knowing I would be student teaching in the Spring of 2020. My initial start to this 
project began in the Spring of 2019. I met with my faculty advisor, Dr. John Maag, and together 
we brainstormed ideas on what would not only be beneficial to my knowledge of behavior 
management, but what is an idea that could potentially help other future educators. We came up 
with the idea of creating informative brochures/reference guides which would condense the wide 
range of information on the topic of reinforcement. I planned on taking this vast amount of 
information and formatting in an easy to read and access guide that anyone could carry on them 
at any time. We both agreed this would be incredibly helpful to any educator who needed a quick 
refresher about the basics of reinforcement or to provide some ideas on classroom management 
techniques.  
To officially start my research, I reread Dr. Maag’s textbook, Behavior Management, 
during the summer months of 2019. Coming back to school in the fall, my faculty advisor, Dr. 
John Maag, and I met about once a month to talk about my research progress and review the 
formatting of my reference guide. Before the end of the Fall 2019 semester I had a complete 
rough draft of my reference guide and together we went through and edited some formatting as 
well as discussed additional ways I could make it even more impactful. 
I officially finished a final draft in February of 2020. I shared my reference guide with 
several peers in the University of Nebraska – Lincoln’s Education Program to get their feedback 
to determine if I met my goal of providing easy to access information on reinforcement 
strategies. Here is some of their feedback: 
• Emily, Elementary Education and Special Education Major: “Overall this is 
amazing! You have pulled so many great ideas out that are very relevant.” 
• Bob, Elementary Education and Special Education Major: “It was very clear to read 
and I liked how you really specified the differences between positive reinforcement, 
negative reinforcement and punishment.” 
• Taylee, Elementary Education Major and ELL Endorsement: “I have read about this 
content in textbooks and had a really hard time understanding what it all meant – this 
made it so easy to figure out! You did a great job of breaking things down and even 
for someone without a teacher background I think it makes sense!” 
• Abbey, Elementary Education and Special Education Major: “The first page looks 
awesome! I love that you added the ABC flow chart to give a visual of how that 
process works. The chart moves area is super clear and gives great examples of 
different options! The time out flow chart is really clear and easy to understand.” 
• Tiona, Elementary Education and Special Education Major: “It was so good, it really 
simplified some hard to understand topics in an engaging manner.” 
 
 In conclusion, I believe I reached my goal. I was able to create an easy access and 
informative reference guide for other teachers to utilize. I believe this tool will be helpful for all 
educators at varying levels of experiences. The practical examples included will provide 
excellent guidance in helping inform these educators how they can best serve their students. 
Overall, this guide will help teachers not only with their classroom management skills, but will 
also help increase the confidence of their students.  
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REIN FO RCEM EN T IN  
TH E CLA SSRO O M  
BY: M O RGAN  BU EH LER
APPLIED BEHAVIOR ANALYSIS
Applied Behavior Analysis (ABA)  direct ly 
correlates human behavior with 
environmental factors.  Educators can use this 
as a tool  by analyzing a student 's behaviors in 
relat ionship to antecedents and 
consequences.
ABA has four main components:
1. It  is  performance based - the focus is on the 
behavior and which factors direct ly 
influenced the behavior
2. It   uses principles of behavior - these  specify
 the connect ion between behavior and 
environmental factors. 
3.  It  is analytic - a funct ional relat ion between 
target behavior and intervent ion program can 
be shown
4. It  is applied - this is used in natural sett ings
 
The overall goal is to ident ify t riggers and  to 
remove negative attent ion and subst itute 
appropriate behavior.
WHAT IS REINFORCEMENT? WHAT IS PUNISHMENT?
REWARDSAND DISCIPLINE
Reinforcement increases the probability that 
the behavior it  follows will reoccur. It  should 
be immediate, cont ingent  and individual.
- Anything can be a reinforcer if the 
result  is an increase in the target 
behavior
- Natural reinforcers exist
- It  is not a thing, rather an effect
Posit ive Reinforcement - a consequence  
immediately after a behavior and that 
consequence results them more likely to do 
that behavior again
Negative Reinforcement - removing 
something unpleasant as a consequence that 
makes someone more likely to do that 
behavior again
Reinforcement is not synonymous with 
reward
Punishment 
decreases the 
probability that the 
behavior it  follows 
will reoccur
There are two 
types of 
punishment:
Type 1: applicat ion of cont ingent st imulat ion 
punishment - following a behavior with some 
st imulus that decreases the behavior
- Such as a  verbal reprimand 
Type 2: cont ingent with drawl of a posit ive 
reinforcer - removing a posit ive reinforcer in 
order to decrease a behavior
- Such as taking away recess
A reward is something given to a person for an 
accomplishment. Rewards may or may not be a 
reinforcer depending on the individual
An example of this would be receiving a trophy or 
ribbon following a good performance
Discipline is training that is expected to produce a 
specific character or pattern of behavior in order 
to produce moral or mental development
Emphasis on improvement , instead of punishing 
someone, you teach them how to behave 
appropriately 
Teachers are constant ly looking for ways to mot ivate their students to be the best  versions of 
themselves, both academically and behaviorally. Student  - Teacher relat ionships that  are based 
on mutual t rust  and posit ive reinforcement  are st rong and effect ive at  achieving this.  This 
reference guide provides a framework, along with examples about  how to use reinforcement  , 
punishment , and so much more in an elementary classroom.
1
Body text
REINFORCEMENT TECHNIQUES
st udent s learn how t o self  regulat e and are able t o t ake 
ownership of  t heir  behavior  and it s consequences
CATCH STUDENTS BEING GOOD MYSTERY MOTIVATORS
HOW TO CREATE A CHART MOVES
How it works:
- After performing a target 
behavior the student moves 
around a chart
- The chart is based on the 
individual student 's needs
- Ensure it is something 
related to what the student 
likes or finds interesting.
While creating a Chart Moves, be 
sure to include "special dots." These 
symbolize where students will 
receive minor reinforcers along the 
way. The final reinforcer will still be 
the most desired. 
Chart Moves can be created for a 
specific individual in order to help 
them grow in a skill/behavior. It can 
also be used as a whole class 
incentive and be posted on the 
classroom wall.
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This is a process that focuses on praising positive 
behaviors.  It not only helps teachers remember to 
provide reinforcement, but it also gets students 
attention in a positive way. 
Gotcha Technique - 
give students (and 
teachers) "gotcha 
cards" every time 
they are caught 
partaking in a 
positive, appropriate 
behavior. These 
cards can be traded 
in for special 
privileges, etc.
Mystery Motivators are an essential part of all 
novel applications.
How t o use Myst ery Mot ivat ors in a 
classroom :
1. Create a list of positive reinforcers
2. Write each reinforcer on an index card and 
place all these cards in an envelope
3. The envelope should be large, decorated and 
say "mystery motivators"
4. Once students reach a predetermined target, 
they can draw a reinforcer from the envelope.
5. Put used reinforcers in a discard pile until all 
have been utilized.
Body text
EFFECT OF PEERS
Group oriented cont ingencies use 
peer pressure and attention as a 
reinforcer. It  provides a cont ingent 
applicat ion or removal of a 
reinforcer towards an individual 
student, a group of students, or an 
ent ire group of students. 
Dependent  Group-Oriented 
Cont ingencies are where the 
consequences for the ent ire group 
are based on the performance of one 
individual or smaller group
Independent  Group-Oriented 
Cont ingencies are where each 
individual has to reach a benchmark 
in order to receive the 
reinforcement, however every 
student has the ability to reach this 
benchmark and receive the 
reinforcer.
Interdependent  Group-Oriented 
Cont ingencies are where every 
member of the group much reach the 
benchmark in order for any member 
to receive the reinforcer.
GOOD BEHAVIOR GAME
COMPLIANCE MATRIX
The Good Behavior Game is an example of interdependent group-oriented 
contingency.
One way this can be played is by splitting your class into two groups. Every 
time someone performs an appropriate behavior, their group gains a point. 
The group with the most points at the end of the game earns a reinforcer.
Another way this game can be played is by writing three appropriate 
behaviors on the board. Next, set a device to make random sounds on 
intervals ranging from 20 seconds to 180 seconds. Whenever the sound goes 
off, if everyone is performing one out of the three appropriate behaviors, a 
jar is filled with 3 marbles. Once the jar is full, the whole class gets a 
reinforcer
With a compliance matrix, players use matrix cards to win prizes, 
similar to bingo. This can be used for an entire class or accomplished 
by splitting the class into different teams.
What is necessary:
1. Several matrices with numbered cells
2. Key tags that each have a different number from the matrix ~ and 
one wild card
3. A container to hold these key tags
When students comply with a direction within a specific amount of 
time, they can draw a key tag from the container. Next, the number 
they draw is marked off on the matrix (or they pick a number for the 
wild card). Once they complete either a row/column/etc on the matrix 
they can then draw a reinforcer from the mystery motivator envelope. 
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 TARGETING BEHAVIORSCHEDULES OF REINFORCEMENT
Schedules of reinforcement are a specific way to track reinforcement as a 
result  of the number of  responses and the t ime between responses.  
Fixed-Ration(FR), Variable-Ratio (VR), Fixed-Durat ion (FD), and 
Variable-Durat ion (VD) are all focused on behavior. Fixed-Interval (FI) and 
Variable Interval (VI) are focused on reinforcement.
Rat io Strain: When too much responding is required
- This makes it  difficult  for the student to complete long, arduous 
tasks
Limited Hold: Reinforcement is available for a set period of t ime
- The student has to be performing the behavior within a set amount 
of t ime after the reinforcement has become available.
Fixed Var iable
Rat io                             
Number of behaviors 
performed
The number of 
behaviors performed 
stays the same
The number of 
behaviors performed 
changes
Durat ion                         
Length of time 
performing a behavior
How long the 
behavior is 
performed stays the 
same
How long the 
behavior is 
performed changes
Int erval                              
Amount of time that 
passes until 
reinforcement is 
available
The length of time 
that passes until 
reinforcement is 
available stays the 
same
The length of time 
that passes until 
reinforcement is 
available changes
In order to target behavior that will be 
appropriate for assessment purposes, 
there are four factors which educators 
should address. 
Stranger Test
A behavior should be defined so precise 
that a stranger could read it  and walk 
into the room and observe the behavior 
accurately. This limits inconsistencies in 
different individuals interpretat ions.
So what  Test
The target behavior has to be present ly 
or potent ially harmful to the 
individuals' or their peers' social, 
emotional or academic well being. 
Fair Pair
You must target an appropriate 
behavior to increase when you are 
target ing an inappropriate behavior to 
decrease.
Dead Mans Test
Ask yourself  this key quest ion:
Can a dead man perform the target 
behavior? If yes, the behavior does not 
pass the dead mans test. If no, it  is a fair 
pair.
If your target behavior passes all of 
these tests than it  is  appropriate!
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RESPONSE COST BONUS RESPONSE COST
Tim e-Out  is the removal of a student from the environment in which they were misbehaving. There 
are different levels of Time-Out that increase in intrusiveness.  
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This is the least intrusive type of punishment. Its 
design is to reduce the effect of scapegoating in 
group-oriented contingencies. 
1. Define inappropriate behaviors 
2. State the fine inquired if these behaviors occur
3. Impose the fine immediately following behavior
4. Students should not lose more than they earn
5. Keep records on behavior occurrence and fines 
collected
Be aware of unintentionally reinforcing students 
through attention and be prepared for students to 
refused to pay their fine.
Bonus Response Cost is a more mild form of 
Response Cost that can be used in conjunction with 
other reinforcement programs.
1. Provide your student with a bonus reinforcement
2. When they misbehave, take away part of that 
bonus reinforcement
In this method, students are able to still take part in 
all their normal class activities, but have the potential 
to earn something extra. 
An example would be providing students with 5 extra 
credit points if they have perfect attendance for the 
quarter. Every absence they have they lose one of 
those points. 
Planned 
Ignor ing
Reduct ion 
of  Response 
Maint enance 
St im uli
Planned 
Ignor ing + 
Rest raint
Cont ingent  
Observat ion
Exclusion Seclusion
Teachers and 
other peers ignore 
the misbehavior
Stimuli that are 
maintaining 
inappropriate 
behavior are 
removed
Physically holding 
the student while 
withholding other 
reinforcers, used 
when behavior is 
dangerous
Move students to 
a place where 
they can observe 
but not participate 
in the activity
Remove students 
from their 
"time-in" setting
Place student in a 
specially 
constructed room 
with a locked door
Reinforcers are dif ferent  
depending on t he child - but  
opt ions l ike playing a gam e 
w it h t he st udent  not  only 
allows t hem  t o par t icipat e in 
som et hing fun, but  also helps 
build a st ronger , posit ive 
st udent -t eacher  relat ionship
Screen Shot 2020-02-02 at 10.18.49 PM
EXAMPLES IN THE ELEMENTARY SETTING
RESOURCES
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This is an example of something that can be used as 
a behavior management technique for an entire 
class.  Marbles are placed in the jar when a set upon 
behavior is completed. There are several different 
ways this can be accomplished. 
- It can become a game where the class is 
divided in two teams and whichever team 
has the most number of marbles or tallies at 
the end gets a reinforcer.
- It can be as an entire class and once they 
reach the line they get a reinforcer. 
- You can be observing the entire class at 
random intervals to add marbles or you can 
chose a "secret student" and only add 
marbles when they are on task
Never take away marbles or specifically call out the 
secret student for not being on task. This should be 
a positive representation to the students. 
Maag, J.W. (2018). Behavior Management: From Theoretical 
Implications to Practical Applications. Bost on, MA: 
Cengage Learning
Creat ed by Morgan Buehler  for  an Undergraduat e Honors 
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